





The following pages illustrate the general direction for = 
Clueless, the game. The overall direction of the game is 
to capture the fun and flirtatious style of the film while 
creating it's own unique style. Color palettes will have a ~ 
firl friendly theme using softer tone colors. = 
<a 


We will set a couple of goals to achieve this. 


Ss PP One is to create a visual style that is colorful and appealing 
to girls. We will make use of softer hues for menus and bold 
colors for the fashions and glamour of the runway. We don't 
want to try a recreate the film, but rather draw inspiration 

from its visual style. 


The second is to give the player the experience of living 
in the shoes of Cher by creating their fashion designs for 
the world of Clueless. We will give the player the means to 

create high fashion through a simple and easy to understand 
Interface. 


The world of fashion design is at your fingertips! 








“Clueless ) VISUAL STYLE GUIDE 





Palettes & Patterns 


We want to convey a fun, flirtatious a 
style with our color and pattern * 
choices. To do this we choose colors i 
that are bright, warm and stylish. Bw 
Since Clueless focuses on fashion the , 

clothing will have bold colors and wy . 
vibrant patterns to help them jump 
off the runway. 















Backgrounds and menus will incorporate 
some of these colors,but primarily use 
softer hues and pastel shades so that the 
focus is always on the fashions the 
player is creating. 
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Patterns will be used throughout the f 
draw from current fashion trends such as floral, animal and geometric 
prints using and bold and vibrant color pallets. 
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Menus and Interface 
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The Clueless interface and menus will be a big part of the game. 
We want to keep the style of these menus hip and in the spirit of 
the movie. We will draw on Cher’s lifestyle for these screens using 
items like her laptop, school notebooks, etc. 
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Characters " 


Instead of matching the likenesses of the actors In Clueless we will adopt 
a stylistic approach to all the characters. Our interpretations use oversized 
proportions on the face such as the eyes, nose mouth, etc. The heads are 
also slightly larger in proportion to the body. This style currently used in 
major doll brands and fits into the vision of the game and its target audience. | 


Cher Horowitz 





The lead character, not stupid but so self-absorbed she misses most of 
the world around her, blonde, uses a computer to help her sort through 
all her clothing, shop-a-holic, drives a white jeep wrangler, the most 
popular girl at her school, is 15 almost 16, lives in Beverly Hills. 
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Characters 
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Dionne 


Cher's best friend, black with cornrow hair, drives even 
worse than Cher, is on the cell phone most of the time, they 
were both named after early 70's singers. 
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From the Bronx, an unhip (clueless) 
new student taken in hand by Cher. 
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Characters 
Josh 


ener 5 rei _PrOsners falls in love with Cher, an SnylTo AM ene astsh 
mired in philosophy, has a save the world attitude but /s a 

aking which keeps him from being annoying, average 

res) ing nice guy. 





Dionne's boyfriend, drives a red BMW 
convertible (4 seater), has braces, 
shaved his head, wanna-be gang-*- 
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Characters i 


Christian 


Pretty boy, Tony Curtis Is his idol, dresses in best clothes, 
drives a classic yellow 50s convertible 






Travis 


Burnout, skateboarder, think the 
Dell-dude. Has a thing for Tal. 
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Environments 


Our game environments are limited to the fashion runway. 
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Environments 
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We will use some locations from the movie such as the mall, school, 

and club to illustrate Cher's life in southern California and incorporate 

new ones like a stage in New York City and France to show her rise In 
the fashion world. 
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Environments 
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Environments will use subtle color pallets to help keep the focus on 
the Fashions Models walking down the runway. 











eSS VISUAL STYLE GUIDE 








